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The Sega MegaDrive (known as the Genes¬ 
is in North America) was a i6-bit console 
manufactured by Japanese company Sega. 
While unsuccessful in Japan against the 
Super Famicom (SNES) and the PC Engine 
(TGi6), a decision to release a North Amer¬ 
ican version before its competitors quickly 
propelled the Genesis to success in a mark¬ 
et dominated primarily by the 8-bit NES. 

With a large library of arcade ports, fewer 
restrictions on content than Nintendo, and 
looser third-party licensing terms that enc¬ 
ouraged outside developers, the console was 
instantly attractive to teens who wanted to 
play faithful versions of their favourite arc- 
at home. 
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ade games 

The Genesis would run rampant over the North American video-game 
market until the release of the Super Nintendo two years later. In the 
ensuing battle for dominance, Sega would release a number of games 
that depicted graphic violence (such as Mortal Kombat) for the Genes¬ 
is, causing public controversy and forcing Sega to found a video-game 
rating council that would eventually become the ESRB. 

The original “Pack-in” game for the Me- B. 
ga Drive / Genesis, Altered Beast was a 
1988 Sega arcade game that dispensed jj | ^ 
with any notion of intellectual complex- 
ity, instead opting for a simple “beat-em- j^^^^ 
up” style where players punched, kicked 
or threw fireballs at an almost-endless |E^»S 
stream of enemies. Collecting a certain 
number of “power-ups” released by def- 
eating enemies would cause players to |HH| 
transform into werewolves, we re bears, 
weredragons or weretigers, with extra 
strength and agility typically required to defeat 
each stages “boss” 

Developed by Makato Uchida,the cre¬ 
ator of Altered Beast, Golden Axe exp- 
. anded on the formula somewhat with 

ithe addition ofz-axis movement and 
a greater variety of enemies and atta- 
cks.You can also collect magic pot- 
7" ions which can be used to strike your 
1 enemies with lightning, fire or earth- 
quakes. Golden Axe would become a 
successful franchise, with a number 

_of sequels both in the arcade and for 

Sega’s Mega Drive / Genesis console. 
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Our Newest 
Game Challenges!’ 


UnretoiKhcd Photo 
Altered Beast, the Sega 
are^e hit, comes with 
Genesis system. 
picGencsis Modem, 
Power Base Converter 
and other games sold 
separately. 
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AMERICA’S TOY STORE 

Sale Starts Ibday & Ends 
October 15th. 1989 
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jK)' the handheld video-game market. Bundled with 

a simplified version of the extremely popular Tetris arcade game, the 
- Game Boy, with its excellent battery life and child-friendly construction, 
would outsell its competitiors by a wide margin and anchor a long-running dyna 
sty of products including Game Boy Pocket, a slimmed down version. Game Boy 
Golor, and the Nintendo DS series of handheld video-game consoles. 

Variations of the monochromatic Game Boy would sell for well over a decade, 
and combined with the Game Boy Golor would sell over 118 million units. 

Suffice it to say the Lynx did not “eat the Game 
Boy’s lunch”. The first colour handheld console, 
the Atari Lynx was a 16-bit powerhouse with int¬ 
egrated math and graphics co-processors and 
pseudo-3d graphics. You would have expected it 
to easily overtake the Game Boy in sales, but 
unfortunately Atari’s habit of releasing excellent 
hardware with limited software continued, and 
the Lynx’s library would remain small compared 
to its competitors. 

A unique feature of the Lynx was its ability to be 
used in a left-handed configuration, turning the 
unit “upside down”. It could also network with up 
to 15 other Lynxes. Atari would be honoured in 
2008 for its pioneering work in the handheld con¬ 
sole space in part due to these “revolutionary” 
features, but if only Atari had been better at 
♦ business... 

Sadly, it never would 
figure that part out. 


LOTS OF GREAT GAMES AVAILARi c 
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ENHANCED 
4096 COLOR 
PALETTE ON 
ATARI STEj 


Don Bluths 


Laserdisc-based game Dragon’s Lair stormed the 
arcade in 1983 with its animated interactive video. 
Players guided Dirk the Daring in his quest to re¬ 
scue Princess Daphne, and the game would play 
various scenes based on choices the player made. 
Since one possible outcome of every choice was 

death, the game ate 

WM 1, a 


It would take until the late 80s for Drag-i 
on’s Lair (and its sequels) to appear in 
any reasonable way on home equipment} 
since only 16-bit machines had the stora¬ 
ge space or graphics ability to render the 
animation in any sensible way (although 
extremely poor 8-bit versions did exist!) 


^ Created in 1984 by Soviet artificial intelligence researcher Alexy Pa 


Space Ace followed not 
long after Dragon’s Lair, 
entering arcades in 1984. 
Like Dragon’s Lair, the pl¬ 
ayer must press the butt¬ 
on at the right time, or 
move the joystick in the 
correct direction to surv¬ 
ive and continue. Howev¬ 
er, Space Ace had select¬ 
able skill levels, and the 
“wrong” choice was not 
always fatal, with some 
scenes having multple 
ways in which they could 
be traversed. The main 
character can also trans¬ 
form from a boy into his 
adult self, and back again 


S jitnov. Tetris would prove popular with his colleagues, who ported 

the game to the IBM PC. The game spread around Russia, eventually 
reaching Hungary where it was ported to other platforms. UK softw- 
s^thanany QfQ houso Aodromoda attempted to license the game from Pajitnov,- 

- but before the deal was relentless Luilding block video 

I™] settled they on-sold the ^ 

rights to Spectrum Holo-i g| JIHLi W 

byte, who, unbeknownst to them, ■jjjjl ^ 

published their PC version in the ^ 

US, which was an instant success. SjjH 1^^ 

The licensing issues were never 
entirely settled, and in 1988 Pajit- 9 

nov gave the rights to the Soviet 
government, who grant- 
ed licenses to Atari for 

the arcade version, and *F VA* ' - 

Nintendo for consoles. ” 
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The Wizard follow three children, a boy suffer¬ 
ing from PTSD, his older brother, and a girl on 
her way home to Reno, as they travel to Califo¬ 
rnia. On the way, they discover the boy has an 
innate ability for playing video games, and de¬ 
cide to take him to “\Tdeo Armageddon”, a tou¬ 
rnament with a $50,000 grand prize. To get the 
entry fee, they hustle a number of video-game 
players as they make their way cross country. 

The contestants in the tournament’s final round 
compete in Super Mario Bros. 3, unreleased in 
the US at the time of the movie’s premiere, pro¬ 
viding a peek to audiences of the game that 
would become one of the best selling video¬ 
games of all time. 




Atari’s Tetris arcade machine and Nintend' 
o’s versions for Game Boy and its NES bro¬ 
ught Tetris to the masses. 


They're OD a crosMoanb) 

adventure to the world’s greatej 
video championship. 

But for these three, it’s more than a i 

it’s the chance of a lifetime. 
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the thi^dimSsfor So l^t on the Ifo«er Glove and put on th. 

Inthe’ 80 ’s,allvideogameplayoccurred P^^i^efuture. andputontb 

^ I-y—_ ^^^®*®^tythingelsebecomechild’splai 

..atsr 

rr^o'* controller could be nrn^ 

games. Mattel would sell almost a mill- 

Manufactures would sell a variety of alternative controllers for 
the NES, including^wireless gamepads and a “touchless” contr¬ 
oller called the U-Torce that would translate hand movements 
into controller signals. 

D Unfortunately the U-Force was mostly U-seless. 

Commentators have pointed 
out the irony of the U-Force’s 
B T 1 ^ iB “Don’t Touch” advertising 

I campaign, suggesting that 
it was sage advice. 
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The infamous Nintendo 
mstead manufactured 
Entertainment. r_„_ 
ment, a player could u.. 
a game. Altrhough only t„„ ,,,,,,,, 
were ever produced for the 
grammed to work with other 
ion Power Gloves. 


Acclaim^ Wireless Remote 
Controller gives you the power 
to really get into the action of 
your favorite Nintendo^ games. 

With no wires to tie you down, you* 
can roll and tumble through your 
greatest adventures. It^ accurate 
from up to 30 feet away and features 
a Rapid-Fire mode that gives you a 
shot at super high scores. It ^n looks 
and feels like the Nintendo^ controller 
you already know. And the Acclaim 
Remote cames the Nintendo * Quality 
Assurance Seal Now nothing gets 
between you and the aefioni 
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If you lost a 
stage to your 
computer-con¬ 
trolled rival, 
your “girlfriend’ 
would move 
into his car! You 
can win her 

back,though. ^ , __ ^ i 

Drivers r^e tht'sequel to Computer 

States in Turbo Outrun, To aid in this, 

Bun. Driving a (giving a Porsche 959- becomes 

Smtrolled opponent chivmg^^.t^bo boost that 

the player has access ^ Stunt Car Racer, 

available again over tim • j^nown as Stunt Track Racer 

in North America, was a 3D rac¬ 
ing game where players compete on 
an elevated track with substantial humps and 
steep curves. If you went over a hump too fast and 
missed a curve you would plummet to earth, eventually, 
and sometimes bounce! The game would end if you accu¬ 
mulated too much damage. It was awesome! Great fun. 


The soundtrack to the Commodore 64 version, written by prolific computer 
video-game musician Jeroen Tel, was based on one of the songs contained 
in the arcade version of Out Run. It received an award for “Best music on an 
8-bit computer” in 1989 for its closeness to the source material and invent¬ 
ive voice samples (spoken by Tel himself.) 


In a single player game you compete in a league table that consists of 
twelve players racing on eight different tracks, which get progressively 
more difficult as the game goes on. Ifs also possible to compete against 
another human player with an Atari ST or an Amiga, and a null-modem 
cable to connect the two computers. 


STUNT UR 

RACER 

Question: What do you get when you cross a high speed cor 
racing game with a roller coaster ride? 

Answer The contents of your stomach all over your 
lap... or Dunean AAaeDonald's lap in this case. He 
popped to the bathroom, changed his trousers 
and joined Sean Kelly to take a more in-depth look 
at MicroStyle's new vroomer... 
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it’s POWER DRIFT! 

like Jason the Skinhead or 
jr way through 27 stomach 


/t's fast. .. it's furious. 

Choose from twelve wacky drive 


£ Arcade racer Power 
Si Drift bore some resemblance 

to Stunt Car Racer, with roller-coaster style 
j tracks. Players would sit in a go-kart shaped 
cabinet that could swivel horizontally quite 
dlC dramatically (and throw you out if you had 
5^ n’t put the seat belt on!) 

i Chase H.Q., meanwhile, has you playing a 
^ police officer tasked with stopping escap- 
ing criminals by catching up with them 
and ramming them with your car. Ocean 
released ports for several home comput- 
ers all of which were well-reviewed with 
the exception of the Commodore 64 ver- 
sion. Readers of Your Sinclair magazine 
awarded it “Readers’ Top Game of All 
Time”. Check it out! 
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I A TRUE THREE-OMENSIONAL WORLD 
▼ PRESENTED ON THE SCREEN' 


Hard Drivin’ aimed to sim¬ 
ulate a more accurate driv¬ 
ing experience, challenging 
players to navigate around 
a 3D-polygon rendered 
“stunt track” which featur¬ 
ed jumps and loop-de- 
loops. It had a realistic ma¬ 
nual transmission mode, 
and the “player” could even 
(and usually frequently) 
stall out the car! After you 
crashed, the game would 
present an “instant replay” 
from a third-person point 
of view. 

Hard Drivin’ spawned a seq¬ 
uel, 1990’s Race Drivin’ whi¬ 
ch used the same 3D poly¬ 
gon graphics. Race Drivin’ 
gave the player the choice 
of four sports cars and allo¬ 
wed head-to-head racing. 


THE ULTIMATE DRIVING SIMULATOR 

- that leaves all other driving games behind! 


EXCITING STUNT TRACK 
WirHASEO-DEGREELOOP- 


How would you like to test drive a high powered 
sports car on a stunt course? Have you overjumped 
a draw bridge or driven a loop-the-loop? Now’s your 
chance! 

Or maybe high-speed driving is your idea of 
excitement. Step on the gas and try to keep control 
while skidding round the corners, weave in and out of 
the traffic and avoid oncoming cars! 

Hard Drivin’, available for your home computer, is 
not just the best game on offer - it’s a whole new 
driving experience. ^ 

Take Hard Drivin’ ^ 

for a test drive today! 


QUAUPY AND challenge 
THE TOP HARD DRIVER' 


TEMGEM 


IBM PC • Amiga • Atari ST • Comodore 64 • Amstrad • Spectrum 



















COMPUTE! 


Boost Your Home Office Proihtctivrtyl Mayi 


The Leading Magazine of Home, Educationai, and Recreationai Good 

' COMPUTE! I 
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REAL-LIFE 

PROGRAMMiNG! 

Pros Show How to 

^ Get Started 
^ Choose a Language 
^ Make Money 


STEP-BY-STEP GUIDE 
Organize Your Home g 
Records with Any Database 

BUYER’S GUIDE ^ U 
44 Wbid Pro^ssors;/}^;^ 
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I The computer magazine, once 
hundreds of pages an issue in 
the early 1980s barely had 100 
by the time 1989 rolled arou¬ 
nd. Most readers were no lon¬ 
ger interested in program list¬ 
ings, and the devestation of 
the computer games industry 
wrought by the console resur¬ 
gence cut ad buys down signi¬ 
ficantly, and with them article 
column inches. 

Their heyday was over. 

The Intel 486 was released in 
1989, destined to become the 
brains behind the PC onslau¬ 
ght of the early 1990s that wo¬ 
uld kill off every other home 
computer architecture (and 
mortally wound Apple, saved 
only by Steve Jobs’ return and 
his iMac.) 
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'"You don't have a hard disk drive? How do you keep track of all us kids?* 


The predecessor to digital cameras, the still 
video camera stored images as single frames 
of video on a rotating floppy-style disc. 
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CD changers allowed multiple 
CDs to be played sequentially 
or “shuffled”. Some also played 
laserdiscs! 


MechWarrior 


As the prices of laser discs decreased and households 
could afford both laser disc players and VCRs, adopt¬ 
ion of the format increased in the late 1980s, and 
would become popular in Europe and Australia during 
the 1990s. 


Set in the fictional Battetech world, 
players in MechWarrior do battle 
using giant robots called Mechs. 


The game begins with the player's char¬ 
acter located on a rarxlom planet belong¬ 
ing to one of the five houses (i.e. dynas¬ 
ties) which rule surviving portions (succes¬ 
sor states) of the once great Star League 
(Davion, Kurila, Liao, Marik or Steiner). 

He has a Jenner which needs to be 
repaired and a token amount of money. 
There are a few clues to be gleaned 
toward solving the story line on this 
planet, but to follow up on the clues, the 
player will have to successfully complete 
some mercenary missions aryl earn 
enough money to upgrade his 'Mech, 
recruit a crew, and travel off planet. 

Then, he can continue with the story. 

The fact is. many players will become 
so enamored with battling enemy 'Mechs 
in the rttercenary missiorts that they will 
forget the story line and simply fight on 
behalf of their raryiomly assigned loyalty. 
Of course, fighting on behalf of one 
house means that the character Is build- 

houses. You can't keep desUoyirtg Marik 
fuel dumps and salvaging Marik 'Mechs 
on behalf of House Kurita (The Draconis 
Combine) without incurring the wrath of 
the Free World's League (House Aterik). 
So, if your character needs to travel to 
one of ai-iother house's planets after 


Justin almost laughed 
aloud. Yes, how stupid of 
me not to have seen it 
sooner . . . Wolfson almost 
fried himself running after 
me while firing wildly like 
that. Justin flexed the 
Centurion’s left hand and 
looked at the gleaming 
blades on the last three 
fingers. Smiling to himself, 
Justin turned his ’Mech in 
the direction of the 
Rifleman. 


Hi8 was Sony’s high-ficielity 8mm 
vicieo format that provicieci increaseci 
C.NONXAP.HOT slgoal banciwicith for higher quality 
recordiogs. 


Standing between you and a mission complete is 70 tons 
of armor plate, myomer muscle and lethal weaponry. 
Just another days work for a 31st-century Mechwarrior.'' 
Prove yourself and you’ll command a full four-Mech 
lance. Then you'll be ready to take on the DarkWing, 
scourge of the Inner Sphere. 
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I Have Become Death 
The Destroyer of Worlds 
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he Editor was dead: to begin with. There it no 
doubt whatever about that. Not. mind, as dead at 
a doornail, in the simile of our ancestors. Dead 
drunk. 

“I don't make merry myself at Christmas, and 
I can't afford to make idle people merry," he had 
told the ragged staff when they invited him to Join 
in the roistering at the nearest hostelry to the 
office. Scroungers! They'd be wanting Christmas bonuses next... 

And yet here he was as inebriated as a salamander, courtesy of a 
bottle of Tanzanian sherry sent round by his long-suffering printer. 
Concentrating his vision wonderfully, the Editor surveyed his icy bed 
chamber. On the table sat his 12-year-old, free-with-Green-Shield- 
stamps Neanderthal 3 computer (3K. solar panel on the roof) and the 
only two pieces of software for which he had ever parted with money: 
'Precis Plus.' which automatically halved the number of words in every 
feature submitted to him and saved fortunes on freelance linage 
payments; and 'Noughts and Crosses,' a Jung 
and Fulisch game which for some 
reason he had bought at a 
jumble sale for 65p. 

"Games...” shrieked the Editor. 

"Computer games? Humbug...!" 

He wondered idly whether he 
could raise much on it 
third-hand. 

These musings were inter¬ 
rupted by a low grinding, then 
a rattle, and finally by a 
clanking noise as if of the 
dragging of chains 'cross a 
wine merchant's cellar. Damn! 

He must have left the disk 
drive running again. But his 
colour changed as it came in 
through the door . 


"Tony Tyfort" gasped the Editor. "What do you want with me? I signed 
that 1978 expenses form last year. It must be lost in the accounts 
department..." But the shade said not a word. Instead, it sat down at 
the word processor and methodically keyed in the following copy... 


THE GHOST OF 
CHRISTMAS PAST 
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"Humbug." spluttered the Editor 
apoplectically, "Utter bloody Activision...". 

But even as he spoke the spirit faded, only to 
be replaced by an even more ghastly sight. 
The apparition staggered from an excess of 
cold medication. Its pockets spewed jammie 
dodgers, clearly long past their sell-by date . 

"My God," stammered the long-pocketed 
journo, "Andy Wilton! But I've told you six 
times already this week, the cheque's in the 
post. First class - at least I assume 7p still 
goes first class. I'll bet those thieving devils at 
Mount Pleasant have been opening the 
envelopes again..." 


This Christmas-themed 
story, printed in Advanced 
Computer Entertainment, 
provides an amusing look 
back at the the history of 
the magazine, and at the 
8-bit computing era, 
particularly in the UK. 

Unfortunately the scans 
are not the greatest, but are 
legible if you zoom in with 
your PDF reader. 


...but once again, before the Editor could even think of trotting out 
his world famous 'I'll have it cancelled and draw you a postal order 
straight after the New Year holiday' excuse, the transparent apparition 
sat at the eerily glowing screen and keyed in... 


THE GHOST OF 
CHRISTMAS PRESENT 






For the first time in his life, the Editor felt a pang of conscience 
seeping into his sodden brain. Desperately, he rushed to the window, 
threw it open and peered into the morning mist. "Whet’s todayr 
he shrieked anxiously at the paperboy delivering his 
November issue of 'Bang!'. "Why. 'tis Christmas Eve, 

Sir. as everyone knovn!" returned the scruffy urchin. 

The Editor rubbed his hands in glee, before 
rummaging in his pockets for loose change. 

"Ha ha! I haven't missed it! Lis¬ 
ten, young fellow, you know 
the computer store on 
the comer..." 


As he gently peeled away the brightly- 
coloured wrapping a chill ran through the 
room. The baubles on the Christmas tree 
jingled ever so slightly: the embers flared 
momentarily in the grate. Timothy felt he was 
not alone. Slowly turning round he found 
himself staring into an ashen face. Timothy 
jumped up with surprise. The person was 
dressed in white, his ankles shackled with... 


...could they really be old Spectrum power supplies? And were those 
loading leads that framed his face like straggly hair? The strangest 
thing of all was that if he squinted. Timothy imagined he could see right 
through the figure. 

" Who are youT Timothy managed to utter. The figure replied in sepul¬ 
chral tones: "I am the ghost of Christmas Presents Past. Call me 
Owyn Hughea. What have you there?" 

"An S-S-ST..." Timothy stuttered. The ghost let out a low moan. 

"Well, you needn't sound so gloomy," Timothy smiled. "This is the best 
computer available." The ghost groaned again. "How soon they for¬ 
get." "Forget what?" said Timothy, wrinkling his brow. 

"The Lynx, the Oric, the Enterprise..." 

"Like in Star Trek?" Timothy sparked up. 

The third groan was even more sepulchral than the previous two. For 
several seconds the wraith stared at Timothy then, suddenly, the 
French windows blew open of their own accord. "Come with me," the 
spirit commanded, holding out its hand... 


THE GHOST OF 
CHRISTMAS PRESENTS 









Tiny Timothy blinked as he opened his 
eyes. The Christmas morning sun 
streamed in through the vrindow and 
upstairs he could hear his parents 
stirring. He had fallen asleep with his 
head resting against the box 
containing the ST. "The state of the 
art." he thought. "Better colours, 
better sound... but what about 
better marketing? Isn't that 
what really counts? And in ten 
year's time...? I'd better book 
my table at the Aftema- 
tive Micro Show for 
1998," he concluded. 

"Otherwise they'll all 
be taken up by 
Archimedes and 
Sinclair PC200 
owners." 
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Content for this special mini-issue came from the following formally copyrighted sources: 


Advanced Computer Entertainment December 1989 

Amazing Computing December 1989 

Amiga Format December 1989 

Amiga World December 1989 

Analog December 1989 

Antic December 1989 

Apple 2000 December 1989 

Commodore User December 1989 

Compute! December 1989 

Compute’s Gazette December 1989 

Computer Gaming World December 1989 

Computers and 'Video Games December 1989 

Crash December 1989 

Game Players November 1989 

GamePro December 1989 

Macworld December 1989 

Nintendo Power Flash Winter 1989 

Sinclair User December 1989 

Rainbow December 1989 

ZZap64 December 1989 
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Other sources include Wikipedia, Flickr, eBay and Google Images. 

Paleotronic Magazine uses out-of-print magazine articles, vintage product advertisements, 
stock product images and other freely-available image assets for educational, transformative, 
artistic and critique purposes, covered by fair-use provisions in most countries. We value and 
thank the creators of these assets for their efforts, and will do our best to use their creations 
in the way in which their creators intended: to inform and to encourage readers and viewers 
to explore vintage technologies. 

In that spirit, Paleotronic Magazine only copyrights the wholly original (not transformative) 
text and image content of our publications, and only for a period of five years after the date 
of publication. After that time, our works will fall into the public domain, so that others may 
carry on in a similar vein. It is not our intention to unfairly profit off of the efforts of others, 
only to make their works relevant once again so that they are not forgotten, and continue to 
have an impact on the public sphere. 




NEXT C/P 

A 











